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(57) Abstract 

PROBLEM TO BE SOLVED: To enable simple and easy 
checking and setting for the abilities of characters and 
moreover, enhance attractiveness with higher freedom of 
selecting set contents. 

SOLUTION: A set map is displayed having two kinds of 
points Involving the setting for the abilities of the 
characters, a point for regulating the movement of 
marker positions and points not Involving the setting 
for the abilities of the characters arranged therein. 
The destination of a marker to be moved is accepted 
within a mobile range according to the first score 
obtained as a game proceeds wfiile the first scorn is 
subtracted and the point of the destination in the 
movement and the point adjacent to the point are to be 
processed. Then, the kinds of the points to be processed 
are kientified while it is Judged whether the second 
score for tiie kinds is at least a specified value or 
not Abifities corresponding to the specified points are 



set based on tfie result of the judgment and by defining 
operation of players while the second score is subtracted. 
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ii: ^ 7^ D i/ ^ A ;6SfBg^ ^ ixy^c w ^ Sr#» -r ^ 3 t'zi. 

- htte ^ ^ ti 5 r ^ <Sr«p{» ^ -r 1 - 3 
I ^-fttd^ 1 «{clEtfc<^ 3 :x fc^ a ^ K^S? 

^^^^^ ^(r>m^m.ti^¥s^'t^^->(:yVt. 

t Sr*#a i i" 5 fS*^ 4 (cie«<0 3 V tr iL — rj 



^ ^ \z.n x^xwL'&'^mmii 5 x 7^s^ll^T 

SaiB^^-r 7 ^ ^ <D^ti^WL'^'f^:^=r yzfK^^^x^X. 
^W&m^^:^'ry^K}^^mhi^^m^m^t. z/u- 

nM.^m^^^ w ^: ^It®^: i-^lf 1 - 6 ov^Ttt 
;^)* 1 «tc|Bife(^ 3 :x - K^Si t) pJffi*l2SijSE«:o 
[»*3S8 1 m'm^mir^:^'ry^\z,i^\^XWS^nik 

Ilt*359l Sifl5®2(D#^Jc:(i. m^-^ y':f(Dm% 

y T'dS*^ $ ix5 @I ® c?5-fflfS«(C«;^i- 6 ^ 7^ s/ >^ ^ 

=¥'\^7^^<OS*:fig*S:f=tJ^i-5^-r>'h^. ^\yi7 
fifrlE^;^-r ^ 7^ 5^ :7^^w^^T•f- 6 aittr* x(n>^— a coii 

n^Tsy'y'^t^ 

«r ffiSt- 6 ;^ 7^ 5^ :^ t . 
BfrES It ft It 5 :^ :7"(c J: 0 S »t It fc -7 — ffiglc 
« i: T ^ 7 ^ ^ SrKse-r -5 ;^ 7^ ^ «r ll=?f * 
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5 :^ t «: <b -r 5 :/ n ^ ^ A , 
119*3® 1 2 1 y :/<09f:£SK±tcil, ^ 7 

=^ 7 ^ ^ ii> AloiHi^^c S ftWfcE S 

:^*rlltT^-ll:'5w<b:^#«fr^iS*3Sl 1-1 50i> 
[»*]Sl 7] $P>(C. 

Oii^Tfc:#-^TS^Lfcm2C0#;*•<^^cS':5^^T=^•t7 30 

ia»2 0#;S^m»i-5Ci:Sr#a<5:-r5i8*«l 1- 
1 6 (OV^-f 1 3Slc|B^(?5:/n ^7 A„ 

iSm^Wl-ti^^^'r y^ici:^. mm^t ^ix^j^^ > h 
•r5;^xiy:/2)5^^^6wi:Sr«F®i:r-5gS*«l 7^ 



i:mn^'^^zti:^mt'r^m^mi 7-1 9ov>-r 
mcw^xmnLfzmi(o'^^t. wiHi^^^o^fs-?^ 

B9iE*;tr 5 ;^ -7" :y J: ^ Hfc^K «rt^® Srt 

StrieS *t # 5 >^ 7^ 3/ J; S tt # ft 3t (igfc 
#^.^t^S-r5;^7^3/>^<t. 

WI2SttWt-5;^7^ 5^ >^tc J; •? Sit^ft/c-^-j&ffiaf- 
it i:r ^ (Oig;^^ ^iS:5er5 ^7^ 5^ r <t ^W-r 6 

x% 

m^-^ y^^^7r^^^m-'m^x<o^—M.<Dmmzw^x 
mn\^fz^i<omM.t. m^m,^f^<r>m^'^yzf±.<0'^ 

-;«7 o^ftit;^ Itf* ft . 
1I9ES Itf* »t - :* <aE (C g90K3t«PO-^— ;3&firB^ 

MI5g:Jtf+ltfc-^-;<7iaSfCiC UX^-r ^ 
[ 0 0 0 U 
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5 

to 0 0 2] 

^>JU(D—^{Z^ a~/u:/W>ry— A (SIT. RP 
[0 0 0 3] 3fc*5. ^r-.^^-j'K 

[0004J ^< h/i-v— >^c^Bv^rtiggi-5>^l-' 
fii>30R;e*s75c$jx5o r;;^#/v:yy— J 30 

i:-Cft:;t $ tLfctg;^ ;d5 -V ^ iJ^ ^ ICRS ^ ix5o 
[0 0 0 5] 

[0 0 0 61 *:«WOg«jli. ±i$LfcHStr^^/j^S 
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[0 0 0 71 

7 ^ Ogg;^^i^.||tc^& CTR^-r 5 w t T^^-^m^J: l^x 
y - >^ D 7 A ;d 5 IBS tt 3 If ^ - ^ K ^ » 

w^xm'^\^timi<onMts mm^m^(omm'^ty:^ 

±(0'^-^^SLB:t{zm-:5\,^X-^-:fJ<D»W^'S!mmm^»: 

tLtci^sb^mmm^x\ yi^^'t<o^m^ft>cx'^-:fj 

fitSf-fi? ^ ^ S:RSi-5 :^ 2/ ^ 

[0 0 0 81 C<7>»l<^ffi«Jcj:nf^. ^^"7^9(0^ 

[0 0091 rom 1 (OW^X\%^ fiTia-^ 5/ :/6r)^;tS 

[0 0 101 *fc. ^(o'^xcommxvt. m^^^^^ 

»L;t^lco^,^i:. r O/K-T h J: 0 «*J$tL^fc 

[0 0 1 n %f:L^ :^<r>%\<oW&xvt. mL^f'fair^ 
7^^<omz.z^\:.xii^m^f\^. K^i^^Fix^9fSm«rt 

1 e-f O^n-etuS/ir 5 =^ ^ iJ^ ^ A 

DDIsI^lcg Kittles $i^T:^^- hffiBi: SixS^t 51- 



( 5 

7 

(0 0 121 %tL^ r<D»10li^-CI4. *t>J;i. MI2 
w 05 r i (c A •? 7* u-'T aw-* (7>#tft oltg jSH 
[0 0 131 c:of^io«i«-ei4. Sfcic, fltriE 

»C#o-CS»L)t^ 2 cD#/fe t icS^Jv^r =¥-v 7 ^' 
*K;t-f 5 ^ T-Jdis V 14, gtrlHSIgiJ-^-S ;^ s/ :^ 

10 0 141 ::(omioffi«T-{i, StriE©ESiJi-5 

•J.J:*) R®tt4:iS5i5>S r i: AS^t6/jiffifik«E«=«r««ti- 
[0 0 151 :i«>miO»«r-«, SIH2SR2<0# 

[0 0 161 wromitO^«T-«:, ^?P>Jc, Base 

t ic J: 0 -^'a5K:;e5J|6/itg;^4r«a^-^tSi- 
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[0 0 1 71 *:«?q©Jg2<Dji««:, 

ai^7At?feor. ^v-f a-^'t::, ^Sr -v 7 ^' toS*: 

s» yjc^fr-r 5ii:«5*T?o<>'-AcoiitTji#o.Tgi 

# Lfc^ 1 , flJHK^^WSIflE-^ 7'±©^- 

M«f-r5i*Jc, 8JIS®iro#/SSrr^«-r5^7'5'7' 

glcfS CT * 7 ^ ^ <o6g;^«rS:i^-*-« ;^7' s' 7' t 
?T^?-tir-5r tiSrSl^t Ltrt^-5„ 
[0 0 181 r«^2roSi«{cJ:*i,tf, ^^yi^^nm 
*te*S:#-^-f-*jK-<>'hi, *-Y7^'^'<0«P»fi6;*j«r 

[0 0 191 i<o^2(^®«-ci4, mm-^ 'yzr<Dm&& 
ht.iE**t-cv>5J:5»-l<-C'bfii'>. nor. t jci 9, 

[0 0 2 01 r<Ojg2 05^«-e»4, 8(FiE*Y7:>' 

«>. =^r-y7^'^<Ogi;f?<73i3:^IC$?>(cy-iKttaJ*D5fe* 

[002 1] :i<o^2<oJS«-ci4, SirieifT';*--/ 

7^^'©fK:lcffi;CT^)■S«l$i^, ^^^Si|Snfc0f>£««rt 
\z 1 fi-f o-tix-?irS<t 5*^ 7^ ^<o-^-*as-i^— A 

l-lt, «!;e$H5«-*-<r7i'^OtO»!©ii^||lct£:i:.-C 

5ctas-e#, -^i^-c-yns^tzx^j^-Y^^^ 
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[0 0 2 21 *fc. r(o^2offi«-e«:. $^fc. Btria 
^ ^(0^m^)t> C Tt&E^ 3/ :7^±Tii*Pi- -5 ;^ 7^ 3/ IT'S: 

[0 0 2 3J rcom2co®«r*ii. se>(c, ijia 

l-^o L fern 2 (^#;^ JcS-5l ^T =^ 7 ^ ^ 

[0 0 2 4] r<^^2(?>ffi«-Ctt. tfrlSKSUt-S 20 

[0 0 2 51 ^3t. r(om2offi«r-«:. fl1jrfi2l520# 

[0 0 2 61 *fc. rom2oii^r'fi, ^cibfC. MIS 

sys'j-r ;^ 7^ 3^ T^tc J: 0 # e> sBesasm^ tfre-^ 3/ 

=^ir^^^60Sg;^(DK^SrjBm*^oSg(c-r-5- <t 40 

10 0 2 7] ^^^(omziommtt^ ^^^^^(Dmti 
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g?riB*3£-r5:^7^3':/(Cii9S:S$n/cS^»^t6«a 

Sltf* tt ^ ^7^ 3/ J: t> Sttfttt yt-^-;3?7ffiB(CjC 
y ^ ^(Dmtti:Wtm'r^:^'r yzft -5 r t 

[0 0 2 8] :i(Om3(Omm\cXtitI. ^^y^i^com 
[00 2 9] <OB 4 (D«i«fi, tr7^:*-y- A«IS 

LT^tt e>ixfciii®^;^ffi(;:>7^>r W S^g^ ^ii 
^^^^ (O^^mti ^H-^-r^^^ >ht j55^^8IK± 

3^ :/*«^-t-e flicsii* ■e<^>y- Aoiimc^o TSi 
^^mtkcm-^\f^x^-:tj(o^m'^mm,m^»:i^L. 

i(on^t:mn\^. fiirias*tffftfc-^-;^<ag{c^&i:T 
[0 0 3 0] ro^4ofi«{cJ:tti^. ^^^^^(om 

[0 0 3 1 1 

[0032] *-r. *«e^(?>-|llfi?gfi(C«^95 Ifx:^ 

— >'<3' K5 0^ICj:9«fife^cix, CRT(Cathode Ray T 
ube). :^\:f—:fi^^^'t^7'\^yfi^B>^y V \ 0 Ot> 

[0033] A«*ft: 1 1 fi, C P U(Central Pro 
cessing Unit) \ 2t^ ROM(Read Only Memory) 1 3 
RAM (Random Access Memory) 1 4 <t> K7^-< 

K7>r:/l 5^. ^yy^ yi^^mS^l et. -^^ 
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2 0 \ti^i^^-y:i^—:^U2 iti^i-^t^ 

1 i:lft'l^xmi^A:hUt VX(D^—y<y K5 OJc^lK* 

[0 0 34 J ^—y<yh*5 0<D±mat. +^^—5 1 
t. :^^:ym5 2^t^^iS.^^tlXio^. ^^^>m5 2 

ii^s.^^ii^mut. ^^>m5 2t7(>i&m^th^m^ 

[0 0 3 51 =^*-^^V K 5 0 fjt, 5 1. O^^ 

^^\z.^l.XWmMm?Lhi\.^ 

[0 0 3 6] -'^s^ K5 OlCi3V^T*fig5?tL7t^ai^I 

^ii^?<:h^^^^—y:r.—:y.U2\\z,^i^^ix^ ^—^<y 
K5 0;&^^<^fiiaift-^;55A;^-r>'^— i 
^ctt^wirfcj:*:)^— ✓'^j. K5 0±(;oif07K^$^:^;d5;^v 

5 0|;i«LT/jr^Fix?t^-ifJC<t5tfefm^;5Sy-^« 
*ft:i lfC^;t€?tt6o 
(0 0 3 71 CPU12rt:. ROMl 3|r«iW$ttTlr^ 

SBfBL. RAMI 4(Dy^ciir^Am*StC|&|ft$iXTl^5 
b'7'^y--^ora^^ASr||tTt-^o CPUl 
2«[. K5 0(Of6fp«ffiS:A:^>r>^-7*- 

1 ^^hLTgmL. 5e:^®(CjCDTRAMl 4(D:7"n 
^ 7 -i^ffi^S IC»#3 ixx V ^ ^> — A (^) P ^ 7 A 

•fSo ROM13(c:H, EEPROM(Electrically Er 
asable and Programmable Read Only Memory) t^'^^ 

i-6i£:v^<7>fo5R AMI A<r>'m'^f—^t^WMj&^^<oiSi 

[0 0 3 81 RAM14rt:. ^X^^T if v J^WSit ^ W 

tt. 7^>f K7>r:/1 8ICj:«?DVD-^CD-ROM 

^(OT^^f 3 Oj&^ibfg^l&o^T'n^^^T^— ® 
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[0 0 3 91 RAM14tt. 57-^5^^ y r <b LT 

RAMI 4{CteSli-5J:ptwLrt>fi<. RAM 
[00401 ^ y^^mUl VRAM23 

f-®lfex— ^»jW^<?>x< :y 7 r ^ y i: \.X<r>y A 
::^Di/^A|ltT(c#5cpu 1 2;5>f> 
J: o T :7 Ax< 5; :7 7- fcftjft^ ^ tx^tzM^ 

utTi^s zx-ty M 0 0{cai;^-r5o CixJ:!9. y'U\f 
i^a>±y hi 0 0<OmMM^Ul 0 1 [zy ly--M.y<y 

[0 04 11 1^^7>' h'^mui 7\t. bgm. =^^^^^5^ 

trlC^pCPUl 2;5>f>co^^tfffifcJ:orRAMl 4 

fg-^i: LTT^l^fi^gi^-fes' M 0 OO;^^— 10 2 

[0 0 4 21 "ri^lfi^B >^ir y h 1 0 0 Ji. iu®^^aj 
0 1 0 1 :<7 1 o 2 t^^L, ^-J^m;^(^i i 

[0 0 4 31 y'^:^^h^y^:fiSft. E»iKft-Cfc5 
T^W^;^^ (DVD-^CD-ROM) 3 Oi:mm.^Wc± 
y h-r^:ittt^-^mfj:m&t^ti^ 3 otc«lrt 

^^7^-^. ^<^>te07^— :5'^R;^SjSo 
[0 0 4 41 iift^^-^ — :7aL— ;^g^ 1 9rt:, ^yh\P 

^RAMl 4tC»jfe^$iX^ i^CDyn^^JxT* 

hy-^ 1 1 OSt/iim-O-Sr-^^in-^ffli 9Sr^L 

[0 0 4 51 p'^y;*?— K • y— :^ • ^-f^ 2 Ott. > 
^y ;<;-K3 iSritKeaElc-fe5' hi--5r i:;ft5orfi6*« 



13 

[0046] :^%m(7:>-mmmm^:i^^t>^mmmw. o 
Bm^ti. •=^>\f:^—^ (CPU 1 aRT^^tDSia-r/^ 

E tbyh-^ 5^ i-^^^f^tciS; c T*^*r ^ 7^ 

10 04 7] r<03>e^-tJ^li. S^JC. 

e >^ X 5^ J: 19 ^ Hfc^^Si^^teffl ^ i^-T 

fl£oTai# L^tm 2 <omM.t\cm^\f^X^^9 ^^{ZM 

i.x^m'^m^j:mti^mii-r^:^'ry'::f^mn'r^:zt 
•^'osfp t{zfs:cx^^7^^ (omti ^R;e-r s ^ * 

to 0 4 81 tSoT, 1 CPUl 2 

f^mm(omz. ^i&mmmt Lxm^^^ >^hifm^ 
[0 0 4 91 
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10 [0 0 5 01 r<?>:/i:J?). '3f-\r7^^0fg;^<7>»5£XtflS 
(00 5 11 ±^LyhJ:pt;i«^$ti.'5-IIJS?^ 

sHTi^Sp :^mmmm\zis\f^xi^. 

^ ^ ^ J; 5/< h/v- <b . •^o^'^ h/i-fc^^D-r^ 

(0 0 5 21 ^fe-r. m 2 tCi3V^T(i^B&^n-C«<>^:d5. 

ix^o 0. r'-f^iJ^ K^-<:/l 8»cJ:»?. y"^:^^ 
(DVD^CD-ROM) 3 0ICfei^^ttTV>-5f7^;^ 

^t^^tt^t^\Z, ig:.gJ;iltxCTROMl 3 0EEPR 

-K3 i^<D»#5i;^^ffi*^»«ttp<^yic»j(rt*n 

Tl^5-r-^5'255gj;r^a3?n. R AM 1 4 Jd^K^J^H^o 

40 >^\c^*). :^y'y:^S l^cf^ni-^o 

[0 0 5 3] >^r'y:^S l\ci3\f^X. i»B->— >^T-*>$ 
:d^^t^i>^^im^ti. UW)iy-:^X^j:\f^tmm^tiftWrt 

Hi^i^Pl^^ti^o :^'ry^S2\zts}f^x. ^<h/^iy—:^ 

-tote mi^^ftnmnm (Oiy-i^xh^ff^^ 

>'-e*v^^«;t$ii^»-g'fcW:. WO!;^xy::/*S lies 
;^7^iy:/S l'-;^7's/>^S3O*0.a36S»9iS*ix 

50 
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i^fc^2pJ3e^i^fc«-g•^c:li, ^x:y:/S 6 Jc^frU. » 10 

[005 51 *3t. :^7"3/:/S I'-^T^j/T'S 3<?^^31 

««:d5^^^tt. :^^yy^SS\zW<f^7b. 

[0 0 5 71 ^7^5/3^8 8 (c^-r^^. ^®liS«;d5R 
AM 1 4 ojff^OT*-^ ffl«(c»jttSix6 r ^ J: 9 r 

S««^;)5RAMl 4a>BfS<07^-^ffi«lcttS^*tt 

[0 0 5 81 ^UT. $^:/S 1 3^C*5V^T. RAM 40 
1 4(c-5.»*ft$ix^:7'Wir^^7:^'^0?TttaES: 

i355ttS[$ix5^ -tUT. riLe>0#jg;d5RAMl 40 
t \.X<r>% 1 <D#^.&t/m2 0#/fe;^5il&IESfSi^^o 50 



[0 0 5 91 

7 ^ <r>mti(OWi%\^^ X^XWC^-^ y ^l.XiO'^—^ <D 

mm'^y:f{cm^ti^7f.^:^h(DmmKit:^cfza. 

b, c0 3alS<^>#;S;^5-g*^^T:fet). Cixe>c^ll2co 
(a, b. c) R3t^ffi*fiEy3<^g8S»J^'r'-:* 

[0 0 6 01 rcoi: 5(cfT»i?ffi*JiS;d5^T-r'5t. :^ 

T^^T'S 1 8lC^fTU. ^7'5/:7'l 8JC*5V^T. A 

4g-&lcfi, ST/^7^5/>^8 1 (cM^nr. ^y'y^S 1 
~xr's/>^8 3(^ftlS7&5«fel?agS^^-C^#«^^ffi^r/j^5o 
[0 0 6 11 »«i^-i^r-fc5i:*J3e*tt. 
-C. ;^7^>J/7^S4^^Uf>^7":y:7"S 5<0«iS;d5||»)jg$n 

^nm^mx&.X::^y'yZ^S S\z:fS\^^X. ?t=^zx.-m^ 

\c1»ni^X;^=:>=i.—^7r^t^f^^fh^, ^LT. :^7'yz/ 

8 15 Jci3i>r. fit;^^^^- Y(Dm^^m^^T l.tc 

^ilFii^^T Ltzt¥\^^titim^{cto\f^X(D;;f^^ :K^y 

-^s 1 7icmf^^o 

[0 0 6 21 :^7^^>^8 1 7^C*5V^T. Wi^-^yrf^m 
iaStC#oTS#Uytmi<^#^^U^^2(0#;*C (a, 

b. c) ■^i^^^<om^mvFt\zjc^\:.xm^ntit 

5o ^LT. r<Dig;/3i2:^«S;dSRAMl 4 0^3^07^ 

^t. nxi:^'ry^s A\cm^ix^ 5^:7"8 4 STJ^;^ 
7^5/7^8 5Oi0.S;55«fe0jg*nr#*S<fe|g(cnc5o 

^-fy^^<r>^ti<on^\c^\.x\t,. ^io#^.S 

0fm2 0#^. (a. b. c) ^5^^^0^fl=$r^J£LTV^ 

[0 0 6 31 :^7'y:fs 1 8tc*5V>r. i^l* 
T-C*>^itW^Sn/::ii-&Jctt. |g2^ci3V^T«t. 
^?nTl.^52J5RAMl 4<;0^;e(^f^-i5^^^fC*&j&^^tl. 

-C(0»l(?5#;S&UJm2 0#;fe (a. b. c) . >^U-f 
-^:¥^r7^^^ofiB^K3t^B«o-^:i^•€'i^;ft5RAMl 4d> 

bK^ai$iV> ^<0te<07^~^<^^|C, ROM13tDE 
EPROM. /n-Kt^^j;^^ K7>r:/1 5. *y5:«. 
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^y;«;-K3 i^cD##ji^Rrtt?i^*?^tt^ ^y Jc:^ 

[0 0 6 41 03rt:. ±3«Lfc-||*6?g«ifC*5ft^«B;^ 
KJt^JLS (jJ^x.yT'S 1 7) ic-KtJ^SaS^BSSr^i-- 
0»J^ LTOaB»:7D-5^-^— h-Cfct). 124 (A) . 

(B) ftuf (c) tt. fie;tFR;£fti3l (^x 3^:7^3 i 7) 

4 (A) \z.7^^^o\^:^=^z^-m^iy^^yf^^f\^^. :^=' 

j^=^^—(om^^Bi)mn^^i^hXis^^ :L<Oii3mxUX 
y/i-4 O 3 a S:i^«*-frr*Ji 

[0 0 6 61 ^^*5. rig;f3i9:;ej 755S«^?^^fc^^^ 

TNi. 124 (A) (^^-r J: 5 J-S^llDlo(0±®{l!lO®« 
4 0 l(cJE:OS«^tti3t«B«rji^r6 3;^>'h T:^^ 

^^ll®<^+:^tgC^'g-|> 1/3SS<?:>«S«4 0 4{Cli, 

4 0 1 -e^^ttS J: 9 Jcm 1 

[006 71 ^ UT. tB;^K;ti^;t^- KcoS«tftf^d5 
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CLAIMS 



[Claim(s)] 

[Claim 1] The point which is the record medium with which the program of the video game which can set 
up the capacity of a character if needed was recorded, and in which computer reading is possible, and 
gives the basic capacity of a character to a computer. The step as which the point which gives the special 
capacity of a character displays the map arranged on the predetermined path according to actuation of a 
player, The 1st score gained with progress of a game until just before shifting to said step to display. Within 
movable limits determined by the step which determines the movable range of a marker based on the 
marker position on said map at the time of setting out last time, and said step to determine While updating 
the marker position at the time of setting out last time to the marker position received by the step which 
receives migration directions of a marker according to actuation of a player, and said step to receive The 
record medium which is characterized by recording the program which performs the step which consumes 
said 1st score, and the step which sets up the capacity of a character according to the marker position 
received by said step to receive and in which computer reading is possible. 

[Claim 2] The record medium which is characterized by arranging the point which does not participate in 
setting out of the capacity of a character on the predetermined path of said map and in which computer 
reading according to claim 1 is possible. 

[Claim 3] The record medium which is characterized by including the point which restricts migration of a 
marker in the point which does not participate in setting out of the capacity of said character and in which 
computer reading according to claim 2 is possible. 

[Claim 4] The record medium which can computer read a publication in any 1 term of claims 1-3 to which it 
is divided according to the number of the characters which said video game can be able to set up each 
capacity of two or more characters separately, and can set up said map, and the marker of the character 
which differ at a time in [ one ] the this divided predetermined field, respectively is characterized by to be 
allotted automatically and to consider as a start location at the time of the game first time. 
[Claim 5] The record medium which is characterized by arranging the point which gives the basic capacity 
of said character to each of said divided predetermined field according to the capacity difference in early 
stages of each character assumed, and the point which gives the special capacity of a character and in 
which computer reading according to claim 4 is possible. 

[Claim 6] Furthermore, the record medium which can computer read a publication in any 1 term of claims 
1-5 characterized by recording the program which performs the step which notifies the movable range 
determined by said step to determine on said map according to actuation of a player. 

[Claim 7] Furthermore, the program which performs the step which identifies the capacity which can be set 
up to a character based on the marker position received by said step to receive and the 2nd score gained 
with progress of a game until just before shifting to said step to display is recorded. In the step which sets 
up the capacity of said character While setting up the capacity of a character according to the 
discernment result obtained by said step to identify, and actuation of a player, when the capacity of a 
character is set up The record medium which can computer read a publication in any 1 term of claims 1-6 
characterized by consuming said 2nd score. 

[Claim 8] The point made applicable to discernment in said step to identify^ is a record medium which is 
characterized by being two or more points centering on the marker position received by said step to 
receive and in which computer reading according to claim 7 is possible. 

[Claim 9] The record medium which is characterized by including two or more scores which embraced the 
class of point arranged on the predetermined path of said map at said 2nd score, and containing the step 
which judges the propriety of setting out of capacity based on the score according to the class of point 
made applicable to discernment in said step to identify and in which computer reading according to claim 7 
or 8 is possible. 



[Claim 10] furthermore, some screens where said map is displayed in the discernment result obtained by 
said step to identify — the record medium which can computer read a publication in any 1 term of claims 
7-9 characterized by recording the program which performs the step displayed on a field. 
[Claim 11] The point which is the program of the video game which can set up the capacity of a character 
if needed, and gives the basic capacity of a character to a computer. The step as which the point which 
gives the special capacity of a character displays the map arranged on the predetermined path according 
to actuation of a player, The 1st score gained with progress of a game until just before shifting to said step 
to display, Within movable limits determined by the step which determines the movable range of a marker 
based on the marker position on said map at the time of setting out last time, and said step to determine 
- While updating the marker position at the time of setting out last time to the marker position received by 
the step which receives migration directions of a marker according to actuation of a player, and said step 
to receive The program characterized by performing the step which consumes said 1st score, and the step 
which sets up the capacity of a character according to the marker position received by said step to 
receive. 

[Claim 1 2] The program according to claim 1 1 characterized by arranging the point which does not 
participate in setting out of the capacity of a character on the predetermined path of said map, 
[Claim 13] The program according to claim 12 characterized by including the point which restricts migration 
of a marker in the point which does not participate in setting out of the capacity of said character. 
[Claim 14] A program given in any 1 term of claims 1 1-13 to which it is divided according to the number of 
the characters which said video game can be able to set up each capacity of two or more characters 
separately, and can set up said map, and the marker of the character which differ at a time in [ one ] the 
this divided predetermined field, respectively is characterized by being allotted automatically and 
considering as a start location at the time of the game first time. 

[Claim 15] The program according to claim 14 characterized by arranging the point which gives the basic 
capacity of said character to each of said divided predetermined field according to the capacity difference 
in early stages of each character assumed, and the point which gives the special capacity of a character. 
[Claim 16] Furthermore, a program given in any 1 term of claims 11-15 characterized by performing the 
step which notifies the movable range determined by said step to determine on said map according to 
actuation of a player. 

[Claim 17] Furthermore, the step which identifies the capacity which can be set up to a character based on 
the marker position received by said step to receive and the 2nd score gained with progress of a game 
until just before shifting to said step to display is performed. In the step which sets up the capacity of said 
character A program given in any 1 term of claims 1 1-16 characterized by consuming said 2nd score when 
the capacity of a character is set up, while setting up the capacity of a character according to the 
discernment result obtained by said step to identify, and actuation of a player. 

[Claim 18] The point made applicable to discernment in said step to identify is a program according to 
claim 1 7 characterized by being two or more points centering on the marker position received by said step 
to receive. 

[Claim 19] The program according to claim 17 or 18 characterized by including two or more scores which 
embraced the class of point arranged on the predetermined path of said map at said 2nd score, and 
containing the step which judges the propriety of setting out of capacity based on the score according to 
the class of point made applicable to discernment in said step to identify. 

[Claim 20] Furthermore, the screen where said map is displayed in the discernment result obtained by said 
step to identify is a program given in any 1 term of claims 17-19 characterized by performing the step 
displayed on a field a part. 

[Claim 21] The point which is the video game art of the video game which can set up the capacity of a 
character if needed, and gives the basic capacity of a character, The step as which the point which gives 
the special capacity of a character displays the map arranged on the predetermined path according to 
actuation of a player. The 1st score gained with progress of a game until just before shifting to said step to 
display, Within movable limits determined by the step which determines the movable range of a marker 
based on the marker position on said map at the time of setting out last time, and said step to determine 
While updating the marker position at the time of setting out last time to the marker position received by 
the step which receives migration directions of a marker according to actuation of a player, and said step 
to receive The video game art characterized by having the step which consumes said 1st score, and the 
step which sets up the capacity of a character according to the marker position received by said step to 
receive. 

[Claim 22] A storage means to be a video game processor and to memorize the program of the video game 
which can set up the capacity of a character if needed, It has the computer which executes the program 
read from said storage means, and the display unit for screen display formed as an output means of said 



[ ^ 

computer. Said computer The point which gives the basic capacity of a character by performing said 
program, The 1st score gained with progress of a game until just before the point which gives the special 
capacity of a character displays the map arranged on the predetermined path according to actuation of a 
player and displays said map, Based on the marker position on said map at the time of setting out, the 
movable range of a marker is determined last time. Within said determined movable limits The video game 
processor characterized by consuming said 1st score and setting up the capacity of a character according 
to said received marker position while receiving migration directions of a marker according to actuation of a 
^' player and updating the marker position at the time of setting out last time to said received marker 
position. 



[Translation done.] 
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DETAILED DESCRIPTION 

[Detailed Description of the Invention] 
[0001] 

[Field of the Invention] This invention relates to the program, video game art, and video game processor of 
the record medium in which computer reading is possible and video game which recorded the program of 
the video game which can set up the capacity of a character if needed. 
[0002] 

[Description of the Prior Art] The role playing game (RPG is called hereafter) is known by one of the 
genres of the video game using a computer. In RPG, what develops the story is common, experiencing a 
false adventure through the character (a player character is called hereafter) which a character plays a 
role on a game instead of a player, and a player operates. In many cases, the player character and the 
character (an enemy character is called hereafter) which opposes are set as each in each setting-out zone 
formed in a virtual space. A player character goes to each zone, the enemy character and player character 
which bar achievement of the object on a story fight, and a story is developed because a player character 
pushes down an enemy character. 

[0003] In addition, a player character is operated with a carbon button, a joy stick, etc. on a keypad. 
Predetermined actuation is performed, while the actuation made to this keypad is answered and a player 
character moves. Moreover, many events, such as a battle scene, are allotted on progress of a story. 
Various scores are gained while a game advances by making various actuation in this event. 
[0004] Moreover, many video game which setting up the capacity of a player character to function in a 
battle scene, if needed consisted of possible is known. For example, in the one video game, the setting— out 
map called a "skill tree" is used, and setting out of the capacity of a character is made. This "skill tree" is 
prepared for every three capacity which can be set as a character, and the capacity determined according 
to the score gained with progress of a game and actuation of a player is set as a character, 
[0005] 

[Problem(s) to be Solved by the Invention] However, in the conventional video game, in case the capacity 
of a character is set up, in order to perform setting-out actuation to each using the setting-out screen 
according to the capacity to set up, it has the trouble that about [ that it is difficult to check the 
established state of capacity ] and its activity is complicated, and becomes monotonous. Moreover, when 
setting up the capacity of two or more characters, it has the trouble which becomes still more remarkable 
[ that problem ], and for this reason, setting out and a check of the capacity of a character are easy and 
easy, the degree of freedom of ** of selection of the content of setting out is high, and the video game 
which can raise interest nature more is demanded. 

[0006] It is made in view of the problem mentioned above, setting out and a check of the capacity of a 
character are easy and easy, the degree of freedom of ** of selection of the content of setting out is high, 
and the object of this invention is to offer the program, video game art, and video game processor of the 
record medium in which computer reading is possible and video game which recorded the program of the 
video game which can raise interest nature more. 
[0007] 

[Means for Solving the Problem] In order to solve the technical problem mentioned above and to attain the 
above-mentioned object, the 1st mode of this invention The point which is the record medium with which 
the program of the video game which can set up the capacity of a character if needed was recorded, and in 
which computer reading is possible, and gives the basic capacity of a character to a computer, The step as 
which the point which gives the special capacity of a character displays the map arranged on the 
predetermined path according to actuation of a player, The 1st score gained with progress of a game until 
just before shifting to said step to display. Within movable limits determined by the step which determines 
the movable range of a marker based on the marker position on said map at the time of setting out last 
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time, and said step to determine While updating the marker position at the time of setting out last time to 
the marker position received by the step which receives migration directions of a marker according to 
actuation of a player, and said step to receive It is making to have recorded the program which performs 
the step which consumes said 1st score, and the step which sets up the capacity of a character according 
to the marker position received by said step to receive into the summary. 

[0008] According to this 1 st mode, the point which gives the basic capacity of a character, and the point 
. which gives the special capacity of a character can be arranged on a setting-out map. the capacity of a 
character can be set up more intricately, and the record medium which can raise interest nature can be 
offered. 

' [0009] In this 1st mode, the point which does not participate in setting out of the capacity of a character 
may also be made to arrange on the predetermined path of said map. Setting out of the capacity of a 
character is seasoned with game nature by this, and the record medium which can raise interest nature 
more can be offered. 

[0010] Moreover, in this 1st mode, the point which restricts migration of a marker may be made to be 
included in the point which does not participate in setting out of the capacity of said character. The 1 st 
score which migration of a marker gained with progress of a game, and since it is regulated with this point 
by this, setting out of the capacity of a character is further seasoned with game nature by it, and the 
record medium which can raise interest nature more can be offered by it. 

[001 1] Moreover, in this 1st mode, said video game is able to set up each capacity of two or more 
characters separately. It is divided according to the number of the characters which can set up said map, 
and the marker of the character which differ at a time in [ one ] the this divided predetermined field, 
respectively is automatically allotted at the time of the game first time, and it may be made to consider as 
a start location. Moreover, the point which gives the basic capacity of said character according to the 
capacity difference in early stages of each character assumed, and the point which gives the special 
capacity of a character may be made to arrange on each of said divided predetermined field. By these 
things, the record medium which the capacity difference between two or more characters can be 
intentionally set up using the same setting-out map, and can set up the capacity of a character flexibly by 
selection of a player can be offered. 

[0012] Moreover, in this 1st mode, the program which performs the step which notifies the movable range 
determined by said step to determine on said map further according to actuaition of a player may be made 
to be recorded. It comes to cut that a player checks the movable range of a marker easily by this, and the 
record medium which can make setting out of the capacity of a character simply and easy can be offered. 
[0013] Moreover, the marker position further received in this 1st mode by said step to receive. The 
program which performs the step which identifies the capacity which can be set up to a character based 
on the 2nd score gained with progress of a game until just before shifting to said step to display carries out 
for recording. While setting up the capacity of a character according to the discernment result obtained by 
said step to identify, and actuation of a player, when the capacity of a character is set up, you may make it 
consume said 2nd score in the step which sets up the capacity of said character. Setting out of the 
capacity of a character is further seasoned with game nature by this, and the record medium which can 
raise interest nature more can be offered. 

[0014] Moreover, you may make it the points made applicable to discernment in said step to identify be 
two or more points centering on the marker position received by said step to receive in this 1st mode. 
Setting out of the capacity of a character is further seasoned with game nature by this, strategic 
consideration is needed for selection of a marker position, and the record medium which can raise interest 
nature more can be offered. 

[0015] Moreover, in this 1st mode, two or more scores which embraced the class of point arranged on the 
predetermined path of said map are included, and the step which judges the propriety of setting out of 
capacity based on the score according to the class of point made applicable to discernment may be made 
to be contained in said step to identify at said 2nd score. Setting out of the capacity of a character is 
further seasoned with game nature by this, and the record medium which can raise interest nature more 
can be offered. 

[0016] Moreover, in this 1st mode, the program which performs the step of the screen where said map is 
further displayed in the discernment result obtained by said step to identify displayed on a field in part may 
be made to be recorded. Checking easily the capacity that a player can be set up, by this comes to cut, 
and the record medium which can make setting out of the capacity of a character simply and easy can be 
offered. 

[001 7] The point which the 2nd mode of this invention is the program of the video game which can set up 
the capacity of a character if needed, and gives the basic capacity of a character to a computer. The step 
as which the point which gives the special capacity of a character displays the map arranged on the 
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predetermined path according to actuation of a player. The 1st score gained with progress of a game until 
just before shifting to said step to display. Within movable limits determined by the step which determines 
the movable range of a marker based on the marker position on said map at the time of setting out last 
time, and said step to determine While updating the marker position at the time of setting out last time to 
the mariner position received by the step which receives migration directions of a marker according to 
actuation of a player, and said step to receive It is making to perform the step which consumes said 1st 
, score, and the step which sets up the capacity of a character according to the marker position received by 
said step to receive into the summary. 

[0018] According to this 2nd mode, it enables it to arrange the point which gives the basic capacity of a 
• character, and the point which gives the special capacity of a character on a setting-out map. to be able to 
set up the capacity of a character intricately more, and to raise interest nature. 

[0019] In this 2nd mode, the point which does not participate in setting out of the capacity of a character 
may also be made to arrange on the predetermined path of said map. Setting out of the capacity of a 
character is seasoned with game nature by this, and it becomes possible to raise interest nature more. 
L0020] Moreover, in this 2nd mode, the point which restricts migration of a marker may be made to be 
included in the point which does not participate in setting out of the capacity of said character. It becomes 
possible for setting out of the capacity of a character to be further seasoned with game nature by it, and 
to raise interest nature more by it. since it is regulated with this point by this, the 1st score which 
migration of a marker gained with progress of a game, and. 

[0021] Moreover, in this 2nd mode, said video game is able to set up each capacity of two or more 
characters separately. It is divided according to the number of the characters which can set up said map 
and the marker of the character which differ at a time in [ one ] the this divided predetermined field 
respectively is automatically allotted at the time of the game first time, and it may be made to consider as 
a start location. Moreover, the point which gives the basic capacity of said character according to the 
capacity difference in early stages of each character assumed, and the point which gives the special 
capacity of a character may be made to arrange on each of said divided predetermined field. These things 
enable it to be able to set up intentionally the capacity difference between two or more characters using 
the same setting-out map, and to set up the capacity of a character flexibly by selection of a player. 
[0022] Moreover, in this 2nd mode, it may be made to perform the step which notifies the movable range 
determined by said step to determine on said map further according to actuation of a player. It comes to 
cut that a player checks the movable range of a marker easily by this, and it becomes possible to make 
setting out of the capacity of a character simply and easy. 

[0023] Moreover, the marker position further received in this 2nd mode by said step to receive. The step 
which identifies the capacity which can be set up to a character based on the 2nd score gained with 
progress of a game until just before shifting to said step to display is performed. While setting up the 
capacity of a character according to the discernment result obtained by said step to identify, and actuation 
of a player, when the capacity of a character is set up. you may make it consume said 2nd score in the 
step which sets up the capacity of said character. Setting out of the capacity of a character is further 
seasoned with game nature by this, and it becomes possible to raise interest nature more. 
[0024] Moreover, you may make it the points made applicable to discernment in said step to identify be 
two or more points centering on the marker position received by said step to receive in this 2nd mode. 
Setting out of the capacity of a character is further seasoned with game nature by this, strategic 
consideration is needed for selection of a marker position, and it becomes possible to raise interest nature 
more. 

[0025] Moreover, in this 2nd mode, two or more scores which embraced the class of point arranged on the 
predetermined path of said map are included, and the step which judges the propriety of setting out of 
capacity based on the score according to the class of point made applicable to discernment may be made 
to be contained in said step to identify at said 2nd score. Setting out of the capacity of a character is 
ftjrther seasoned with game nature by this, and it becomes possible to raise interest nature more. 
[0026] Moreover, in this 2nd mode, it may be made to perform the step of the screen where said map is 
further displayed in the discernment result obtained by said step to identify displayed on a field in part 
Checking easily the capacity that a player can be set up. by this comes to cut, and it becomes possible to 
make setting out of the capacity of a character simply and easy, 

[0027] The point which the 3rd mode of this invention is the video game art of the video game which can 
set up the capacity of a character if needed, and gives the basic capacity of a character. The step as 
which the point which gives the special capacity of a character displays the map arranged on the 
predetermined path according to actuation of a player. The 1st score gained with progress of a game until 
just before shifting to said step to display. Within movable limits determined by the step which determines 
the movable range of a marker based on the marker position on said map at the time of setting out last 
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time, and said step to determine While updating the marker position at the time of setting out last time to 
the marker position received by the step which receives migration directions of a marker according to 
actuation of a player, and said step to receive It is making to have the step which consumes said 1st 
score, and the step which sets up the capacity of a character according to the marker position received by 
said step to receive into the summary. 

[0028] According to this 3rd mode, it enables it to arrange the point which gives the basic capacity of a 
^ character, and the point which gives the special capacity of a character on a setting-out map, to be able to 
set up the capacity of a character intricately more, and to raise interest nature. 
[0029] A storage means for the mode of the younger brother 4 of this invention to be a video game 
processor, and to memorize the program of the video game which can set up the capacity of a character if 
needed. It has the computer which executes the program read from said storage means, and the display 
unit for screen display formed as an output means of said computer. Said computer The point which gives 
the basic capacity of a character by performing said program, The 1 st score gained with progress of a 
game until just before the point which gives the special capacity of a character displays the map arranged 
on the predetermined path according to actuation of a player and displays said map, Based on the marker 
position on said map at the time of setting out, the movable range of a marker is determined last time. 
Within said determined movable limits While receiving migration directions of a marker according to 
actuation of a player and updating the marker position at the time of setting out last time to said received 
marker position, said 1st score is consumed and it is making to set up the capacity of a character 
according to said received marker position into the summary. 

[0030] According to this 4th mode, it enables it to arrange the point which gives the basic capacity of a 
character, and the point which gives the special capacity of a character on a setting-out map, to be able to 
set up the capacity of a character intricately more, and to raise interest nature. 
[0031] 

[Embodiment of the Invention] Hereafter, 1 operation gestalt of this invention is explained with reference to 
an accompanying drawing. Drawing 1 is the block diagram showing the whole 1 operation gestalt 
configuration of this invention. 

[0032] First, the video game machine concerning 1 operation gestalt of this invention is explained. A game 
machine 10 is constituted by the body 11 of a game machine, and the keypad 50 connected to the input 
side of the body 11 of a game machine, and the television set 100 which has CRT (Cathode Ray Tube), a 
loudspeaker, etc. is connected to the output side of the body 1 1 of a game machine. 
[0033] The body 11 of a game machine has the bus 22 which connects these mutually while having CPU 
(Central Processing Unit) 12, ROM (Read Only Memory)13 and RAM (Random Access Memory)14, a hard 
disk drive 15, the graphic operation section 16, the sound processing section 17, a disk drive 18, the 
communication link interface section 19, the memory card reader writer 20, and the input interface section 
21. Moreover, the body 11 of a game machine is connected to the keypad 50 as the actuation input section 
through the input interface section 21. 

[0034] The cross-joint key 51 and the carbon button group 52 grade are arranged in the upper part of a 
keypad 50, and O carbon button 52a, x carbon button 52b, ** carbon button 52c, and ** carbon button 52d 
are contained in the carbon button group 52. Moreover, the select button 55 is arranged in the connection 
section with the base in which the base in which the cross-joint key 51 is arranged, and the carbon button 
group 52 are arranged In addition, R1 carbon button 56 and two or more carbon buttons of LI carbon- 
button 53 grade are arranged also in the flank of a keypad 50. 

[0035] If it has the switch coordinated with each of the cross-joint key 51, O carbon button 52a, x carbon 
button 52b, ** carbon button 52c, a carbon button 52, and select button 55 grade and thrust is applied to 
each carbon button, the corresponding switch turns on a keypad 50. ON / detecting signal which 
responded off of this switch is generated in a keypad 50. 

[0036] The detecting signal generated in the keypad 50 is supplied to the input interface section 21, and 
when the detecting signal from a keypad 50 minds the input interface 21. it becomes the detection 
information which shows which carbon button on a keypad 50 was turned on. Thus, the operator command 
by the user made to the keypad 50 is given to the body 1 1 of a game machine. 

[0037] CPU12 performs the operating system stored in ROM13, carries out centralized control of the 
whole equipment, and performs the program of the video game stored in the program field of RAMI 4. 
Moreover, CPU12 supervises the actuation condition of a keypad 50 through the input interface 21, and it 
stores in the predetermined field of RAM 14 many data derived in the progress process of a game if needed 
while it performs the program of the video game stored in the program field of RAM14 if needed. In R0M13, 
it is EEPROM (Electrically Erasable and Programmable Read Only Memory). It is contained and the 
predetermined data of RAMI 4 with the need of carrying out storage maintenance at the time of power- 
source cutoff are stored in EEPROM in the phase before power-source cutoff. 
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[0038] RAM 14 has the field which mainly has a program field, an image data area, and a voice data field, 
' and stores other data. The program data read in the disks 30, such as DVD and CD-ROM. with the disk 
drive 18 in each [ these ] field, image data, voice data, and other data are stored in each. 
[0039] Moreover, RAM 14 is used also as a work area and many data derived in the progress process of a 
game are also stored in the field which stores other data. In addition, program data, image data which were 
read in the disk 30, Voice data and other data are also storable in a hard disk drive 15. Program data, image 
data which were once stored in the hard disk drive 1 5, Many data derived in the progress process of the 
' game which you may make it transmit voice data and other data to RAMI 4 if needed, and was once stored 

in RAMI 4 are transmitted to a hard disk drive 15, and you may make it store them. 
. [i0040] The graphic operation section 16 generates a video signal based on the image data stored in 
VRAM23 by the control information from CPU12 accompanying program execution in the frame buffer 
including the frame buffer as buffer memory for image data storage, and outputs a video signal to the 
television set 100. From this, a screen display by the image data stored in the screen-display section 101 
of the television set 100 in the frame buffer is performed. 

[0041] The sound processing section 17 has the function which generates sound signals, such as 
conversation between BGM and a character, and a sound effect. The sound processing section 17 is 
outputted to the loudspeaker 102 of the television set 100 as a sound signal which includes a sound signal 
based on the data memorized by RAM 14 by the control information from CPU12 accompanying program 
execution. 

[0042] The television set 100 has the screen-display section 101 and a loudspeaker 102, and performs the 
image (image) display and voice output according to the content of video game based on the video signal 
(video signal) and sound signal from the body 1 1 of a game machine. 

[0043] A disk drive 18 is considered as the configuration which can set the disk (DVD and CD-ROM) 30 
which is a record medium, enabling free attachment and detachment, and reads the program data of the 
video game stored in the disk 30, image data, voice data, and other data. 

[0044] It connects with a network 110, and the communication link interface section 19 performs data 
communication between data accumulation equipments, such as a server, and information processors 
which are installed in other locations, and acquires various data. In addition, you may make it acquire the 
program data of the video game stored in RAMI 4 mentioned above, image data, voice data, and other data 
through a network 110 and the communication link interface section 19. 

[0045] The memory card reader writer 20 is considered as the configuration which can set a memory card 
31. enabling free attachment and detachment, and writes little save data of capacity, such as progress data 
of video game, and configuration data of video game, in a memory card comparatively. 
[0046] The program of the video game which can set up the capacity of a character if needed is recorded 
on the record medium 30 concerning 1 operation gestalt of this invention, i.e., a disk, and reading 
[ computer / (CPU12 and its peripheral device) ] is possible. The point whose computer of this gives the 
basic capacity of a character, The step as which the point which gives the special capacity of a character 
displays the map arranged on the predetermined path according to actuation of a player. The 1 st score 
gained with progress of a game until just before shifting to the step to display. Within movable limits 
determined by the step which determines the movable range of a marker based on the marker position on 
the map at the time of setting out last time, and the step to determine While updating the marker position 
at the time of setting out last time to the marker position received by the step which receives migration 
directions of a marker according to actuation of a player, and the step to receive The step which 
consumes the 1 st score, and the step which sets up the capacity of a character according to the marker 
position received by the step to receive can be performed. 

[0047] Moreover, this computer can also perform the step which notifies the movable range further 
determined by the step to determine on a map according to actuation of a player. Moreover, the marker 
position which received this computer further by the step to receive. The step which identifies the 
capacity which can be set up to a character based on the 2nd score gained with progress of a game until 
just before shifting to said step to display can also be performed. In the step which sets up the capacity of 
a character, while setting up the capacity of a character according to the discernment result obtained by 
the step to identify, and actuation of a player, when the capacity of a character is set up, the 2nd score 
can also be consumed. Moreover, this computer can also perform the step of the screen where a map is 
displayed in the discernment result further obtained by the step to identify displayed on a field in part 
[0048] The body 1 1 of a game machine therefore, besides a function required to carry out the conventional 
video game by software processing based on the data stored in the memory of CPU 12 and each part The 
function which displays the map on which the predetermined point was arranged as a characteristic 
function according to actuation of a player. Within movable limits determined as the 1 st score and the 
function to determine the movable range of a marker based on the marker position on the map at the time 
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of setting out last time It has the function to receive migration directions of a marker according to 
actuation of a player, the function to consume the 1 st score while updating the marker position at the time 
of setting out last time to the received marker position, and the function to set up the capacity of a 
character according to the received marker position. 

[0049] Moreover, the body 1 1 of a game machine is equipped also with the function which notifies the 
determined movable range on a map further according to actuation of a player. Moreover, the body 1 1 of a 
game machine is further equipped also with the function to identify the capacity which can be set up to a 
Gharacter. and in the function to set up the capacity of a character, while it sets up the capacity of a 
character according to the discernment result obtained by the function to identify, and actuation of a 
• player, when the capacity of a character is set up, it consumes the 2nd score. Moreover, the body 1 1 of a 
game machine is equipped also with the function of the screen where a map is displayed in the discernment 
result further obtained by the function to identify displayed on a field in part. 

[0050] For this reason, it is realizable the video game [ setting out and a check of the capacity of a 
character are easy and easy, and the degree of freedom of ** of selection of the content of setting out is 
high and ] which can raise interest nature more. In addition, it may be made to realize by preparing the 
hardware of dedication, without software processing realizing these functions. 

[0051] Next, actuation of 1 operation gestalt constituted as mentioned above is explained. Drawing 2 is an 
outline flowchart as an example which shows the procedure of overall actuation of 1 operation gestalt 
mentioned above. In addition, step SI - step SI 8 are given to each step in drawing 2 as a reference mark, 
in addition, in this operation gestalt, it explains as what the player character which can participate in the 
battle by two or more player characters and its battle is alike, respectively, it receives, and setting out of 
capacity consists of possible. 

[0052] First although omitted in d rawing 2 , if a power source is switched on, reading appearance of the 
boot program will be carried out, each part will be initialized, and the processing for starting a game will be 
made. That is, while the program data of the video game stored in the disk (DVD and CD-ROM) 30, image 
data, voice data, and other data are read and each data is stored in RAMI 4 by the disk drive 18. reading 
appearance of the data stored in EEPROM of R0M13, a hard disk drive 15, or the nonvolatile memory that 
can write in memory card 31 grade if needed is carried out, and they are stored in RAM 14. And various 
setting out is made in advance of progress of a actual game, and it begins, and will be in the condition in 
which game progress is possible. Therefore, if a game advances in this condition, it will become one scene 
in a migration scene, a battle scene, or other scenes, and will shift to step SI. 

[0053] In step 81, when judged with it being judged whether it is a migration scene and not being a 
migration scene, it shifts to step S2 and it is judged whether it is a battle scene. In step S2, when judged 
with it not being a battle scene, in addition shifts to step S3, and it is judged whether it is a scene 
(conversation, shopping, or finding). In step S3, when judged with their not being other scenes, it is again 
returned to step SI, processing of step SI - step S3 is repeated, and it will be in a standby condition. 
[0054] And in step SI, when judged with it being a migration scene, it shifts to step S4 and it is judged 
whether migration directions were made. When judged with migration directions not being made, it shifts to 
step S5 and it is judged whether menu display directions were made. When judged with menu display 
directions not being made, it is again returned to step S4, processing of step S4 and step S5 is repeated, 
and it will be in a standby condition. It is in this condition, with when judged with migration directions having 
been made in step S4. it shifts to step S6, migration processing of a player character is made according to 
migration directions, and the migration information which shows the setting-out zone in a virtual space 
including the current position and the current position of a player character is generated in step S7. If 
migration information is generated, it will shift to step S8. 

[0055] Moreover, it is in the standby condition that processing of step SI - step S3 is repeated, with when 
judged with it being a battle scene in step S2. it shifts to step S9 and will be in the receptionist condition 
of battle actuation. And in step S10, the battle processing according to the received battle actuation is 
made, and the battle information which shows the condition of a parameter of specifying the capacity of 
the player character after a battle as the player character and enemy character name which were pitched 
against each other, waging-war progress, and its waging^-war result etc. is generated in step S1 1. If battle 
information is generated, it will shift to step S8. 

[0056] Furthermore, it is in the standby condition that processing of step SI - step S3 is repeated, with 
many information on others according to the processing is generated [ when judged with it being a scene 
(conversation, shopping, or finding) in step S3, it shifts to step SI 2 and the processing according to each 
scene is made, ]. and it shifts to step S8. 

[0057] If it shifts to step S8. the current position of a player character will be serially updated by storing 
migration information in the predetermined data area of RAMI 4. Moreover, battle information and many 
information on other are stored in the predetermined data area of RAMI 4 for every setting-out zone with 
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it. That is. storage maintenance of the action hysteresis of a player character is carried out for every 
setting-out zone. 

[0058] And in step SI 3, action assessment processing is made based on the information which shows the 
action hysteresis of the player character once stored in RAMI 4. the translation table with which evaluation 
is beforehand prepared to required information should specifically be used, and evaluation should do — 
moreover, the injury with weight — the 1st score and the 2nd score are calculated by the multiplication of 

^ the predetermined multiplier being carried out and those numeric values being totaled to required 

information. And it is added to the old score when these scores are stored in the predetermined data area 
of RAMI 4. and the 1st the score and the score of the 2nd as assessment information are serially updated 

• by being again stored in a predetermined data area. 

t0059] In addition, the 1st score is used for the decision of the movable range of the marker on a setting- 
out map on the occasion of setting out of the capacity of a character so that it may mention later. 
Moreover, three kinds of scores of a. b. and c according to the class of point arranged on a setting-out 
map are included at the 2nd score, and these 2nd score (a. b, c) is used for the discernment of capacity 
and the discharge of migration regulation of a marker which can be set up. 

[0060] Thus, if action assessment processing is completed, it shifts to step S18, and when it is judged in 
step 18 whether it is game termination and it is judged with it not being game termination, it is again 
returned to step SI. processing of step SI - step S3 is repeated, and it will be in a standby condition. 
[0061] It is in the standby condition by which processing of step S4 and step S5 is repeated, with on the 
other hand, it is judged with it being a migration scene, when judged with menu display directions having 
been made in step S5, it shifts to step SI 4, and a menu display is made. And in step SI 5, when it is judged 
whether selection actuation in capacity setting-out mode was completed and it is judged with selection 
actuation in capacity setting-out mode having been completed, it shifts to step SI 6. If it shifts to step SI 6, 
when it is judged whether selection actuation of a character was completed and it is judged with selection ' 
actuation of a character having been completed, it will shift to step SI 7. 

[0062] In step SI 7, the capacity setting-out processing using a setting-out map is made. Specifically it 
divides roughly into a setting-out map. four kinds of predetermined points are arranged on it. and the 
capacity setting-out information on the player character made applicable to setting out according to the 
location of the marker on this setting-out map. the 1st score and the 2nd score (a. b, c) which were gained 
in connection with the progress process of a game, and selection actuation of a player is generated. And 
setting out of a character is completed by storing this capacity setting-out information in the 
predetermined data area of RAMI 4. Thus, if capacity setting-out processing of a character is completed, it 
is again returned to step S4. processing of step S4 and step S5 is repeated, and it will be in a standby 
condition. That is, as long as it could shift to this capacity setting-out processing at any time if needed and 
the 1st score and score (a, b, c) of the 2nd are satisfied with it of predetermined conditions on the 
occasion of setting out of the capacity of a character, giving predetermined capacity is constituted 
possible, receiving a limit of the point on a setting-out map to the selected character. 

[0063] in addition, when judged with it being game termination in step SI 8 The information which shows the 
action hysteresis of the character stored in the predetermined data area of RAMI 4 in drawing 2 although 
omitted. Reading appearance of each of the capacity setting-out information on the 1st score as 
assessment information and the 2nd score (a, b, c). and a player character is carried out from RAMI 4. With 
other data It is transmitted to EEPROM of R0M13, a hard disk drive 15, or the nonvolatile memory that 
can write in memory card 31 grade, and is stored in it. And after the various processings accompanying 
other game termination are made, supply voltage is intercepted and a game is completed. Moreover, when 
supply voltage is switched on again, reading appearance of many information and other data which were 
stored in nonvolatile memory by evacuation processing of the data before cutoff of supply voltage in this 
way is carried out from the nonvolatile memory of the evacuation place, and they are again stored in the 
same data area of RAMI 4 stored before supply voltage cutoff. 

[0064] Drawing_3 is an outline flowchart as an example which shows the procedure concerning the capacity 
setting-out processing (step SI 7) in 1 operation gestalt mentioned above, and drawing 4 (A), (B). and (C) 
show a concrete example of the display screen until it shifts to capacity settin^out processing (step SI 7). 
It explains still more concretely about 1 operation gestalt further mentioned above using these drawings. In 
addition, step S21 - step S34 are given to each step in drawing 3 as a reference mark. 
[0065] First in a migration scene, when ** carbon button 52c is pushed and menu display directions are 
made, as shown in drawing 4 R> 4 (A), a menu screen is displayed. In a menu screen, the selections of a 
menu are displayed on the field 402 of right one end of the display screen, it is in this condition, with if O 
carbon button 52a is pushed where it moved cursor 403a by the cross-joint key 51 and "capacity setting 
out of the maximum upper case is chosen, selection actuation in capacity setting-out setting-out mode 
will be completed. 



[0066] In addition, where this "capacity setting out" is chosen, as shown in d!^wingj4 (A), the comment "it 
moves to a character growth system" which notifies that selected item is displayed on the field 401 by the 
side of the upper bed of the display screen. Moreover, the numeric value which shows the condition of a 
parameter of specifying the identifier of a character and the capacity of a character sequentially from left- 
hand side is displayed on about 1/3 field 404 including the center section of the display screen, and as 
shown to the right-hand side of these numeric values in 401. the 1st score is displayed on it 
[0067] And completion of selection actuation in capacity setting-out setting-out mode makes the selection 
actuation of a character made applicable [ of capacity ] to setting out drawing 4 (B) So that it may be 
shown. Also in this case, if O carbon button 52a is pushed where it moved cursor 403b by the cross-joint 
•. {^ey 51 and a desired character is chosen, selection actuation of a character will be completed. In addition 
m drawing jl (B). the condition that "TIDA" was chosen as an object for setting out of capacity is shown. * 
[0068] Thus, if predetermined actuation is made, it shifts to capacity setting-out processing, and just 
before shifting to capacity setting-out processing in step S21, the information which shows the 1st score 
and the 2nd score (a. b, c) which were gained [ by ] with progress of a game, and the marker position at the 
time of the last setting out of a character made applicable to current setting out will be acquired first And 
It shifts to step S22. as the display screen shows drawi ng 4 (C), it changes, and a setting-out map is 
displayed in a screen. In addition, in this condition, a window is opened, the command of "migration" and 
using is displayed on the field 406 of the center of a left end side of the screen where the setting-out 
map was displayed, and the face of the character made applicable [ of capacity ] to setting out the 
identifier of a character, etc. are displayed on the field 407 on it Moreover, in this condition, a burning 
indication of the marker position at the time of setting out is given last time on a setting-out map. 
[0069] The setting-out map used for setting out of the capacity of a character is an amplification 
explanatory view a part, and drawing_5 explains a setting-out map with reference to this drawing_5 ■ Two 
kinds of points which divide roughly as shown in a setting-out map at drawi ng 5 , and participate in setting 
out of the capacity of a character, the point which regulates migration of a marker position, and the point 
which does not participate in setting out of the capacity of a character are arranged. And each of these 
points are connected with other one point at least according to the predetermined path. In addition, it shall 
be a marker position at the time of setting out that drawing 5 is shown by 520 last time, and this point shall 
be on. 

[0070] While participates in setting out of the capacity of a character, and the point is the point for giving 
common capacity, and is shown by 501-510 (to the order from an upper case, they are HP:hit point 
MRMagic point nimbleness, fate, magic, the magic defense force, aggressivity, the physical defense force, 
hit probability, and a rate of evasion) in drawing 5 . The battle capacity in a battle scene is prescribed by 
this common capacity. Moreover, the point of another side which participates in setting out of the capacity 
of a character is the point for giving special capacity, and is shown by 514 in drawing 5 . For example, in a 
battle scene, this special capacity is exercised, only when predetermined actuation is made. Furthermore, 
the point which regulates migration of a mariner position is shown by 511 and 512 (the wall of level 3. wall 
of level 4) in drawing 5 . In addition, the point which does not participate in setting out of the capacity of a 
character is shown by 513 in drawing 5 . 

[0071] Thus, completion of the display of a setting-out map makes decision processing of the movable 
range of a marker position in step S23 based on the 1st score. If the 1st score shall "5" Be the location 
where it shall come out and the marker position at the time of setting out is shown by 520 in drawing 5 last 
time, specifically, let the ten points to the point shown by 523 fi-om the point in which a marker position is 
shown by 521 be movable range. And in step S24, when it is judged whether selection actuation was 
completed to "migration" of a command and it is judged with selection actuation having been completed, it 
shifts to step S25. In addition, this selection actuation will shift to step S25 as what selection actuation 
completed, if O carbon button 52a is pushed where it moved cursor 403c by the cross-joint key 51 and 

migration is chosen as shown in drawing 4 (C). 
[0072] If it shifts to step S25, a flash indication of the movable range of a marker position will be given on a 
setting-out map. In addition, where a flash indication of this movable range is given, as shown in drawing 4 
(C), the comment "a character is moved" which notifies that selected item is displayed on the field 401 by 
the side of the upper bed of the display screen. And in step S26. when it changes into the receptionist 
condition of a mari<er migration place, it is judged in step S27 whether definite actuation of the location a 
marker's migration place was completed and it is judged with definite actuation having been completed, it 
shifts to step S28. In addition, this definite actuation will shift to step S28 as what definite actuation 
completed, if O carison button 52a is pushed where it moved the marker by the cross-joint key 51 and a 
desired location is chosen within movable limits. 

[0073] When it shifts to step S28. while the information which shows the marker position at the time of 
setting out last time is updated by the marker position directed this time and is stored in the 
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predetermined data area of RAMI 4. the 1st score is subtracted according to the migration number of the 
point, and this subtraction result is stored in the predetermined data area of RAMI 4. That is, in the case of 
renewal of a marker position, the 1st gained score is consumed according to the migration number of the 
point. In addition, when the 1st score is set to 0, it is processed so that consumption of the 1st score may 
end few unlike the subtraction processing in the migration place with new subtraction processing of the 1st 
score in the case of passing again the point which did not receive migration directions of a marker and was 
passed once. 

[0074] And in step S29, when it is judged whether it received "it having used" and selection actuation was 
completed and it is judged with selection actuation having been completed, it shifts to step S30. [ of a 
command ] In addition, this selection actuation will shift to step S30 as what selection actuation 
Completed, if O carbon button 52a is pushed where it moved cursor 403c by the cross-joint key 51 and "it 
uses" is chosen. In step S30, discernment / judgment processing based on the updated marker position 
and the 2nd score is made. 

[0075] Drawing 6 is an outline flowchart as an example which shows the procedure concerning 
discernment / judgment processing based on a marker position and the 2nd score, and explains 
discernment processing using this drawing 6 . In addition, step S41 - step S43 are given to each step in 
drawi ng 6 as a reference mark. 

[0076] First, if it shifts to discernment / judgment processing based on a marker position and the 2nd 
score, in step S41, detection of the point which is in agreement with a marker position, and the contiguity 
point connected to the point will be made. And in step S42, the class of point with which the point and the 
contiguity point of these marker positions are considered as the processing-object point, and are made 
into this processing object is identified by each. 

[0077] For example, supposing the point shown by 523 in djia^mng^ is a marker's migration place, the point 
523, the point 525, and the point 524 will be considered as the processing-object point, and each class of 
three points will be identified. Moreover, supposing the location shown by 521 in drawin g 5 is a marker s 
migration place, the point 521 and the point 522 will be considered as the processing-object point, and 
each class of two points will be identified. In addition, the two points which do not participate in regulation 
of the migration of a marker to setting out of the capacity of a character, either are made into the outside 
of a processing object in this case. 

[0078] And in step S43, the check of the 2nd score according to the identified class is carried out The 
judgment of whether when it is the point for the point to give common capacity to a character, the value of 
the 2nd score a is beyond a predetermined value is made, and when judged with the value of the 2nd score 
a being beyond a predetermined value, specifically, it is judged [ that the common capacity of the point can 
be set up, and ]. Moreover, similarly, the judgment of whiether when it is the point for the point to give 
special capacity to a character, the value of the 2nd score b is beyond a predetermined value is made, and 
when judged with the value of the 2nd score b being beyond a predetermined value, it is judged [ that the 
special capacity of the point can be set up, and ]. In addition, the judgment of whether when the point is 
the point which regulates migration of a marker, the value of the 2nd score c is beyond a predetermined 
value is made, and it is judged [ that regulation of migration of the marker to the point of the point can be 
canceled, and ] when judged with the value of the 2nd score c being beyond a predetermined value. 
[0079] thus, some predetermined screens where the setting-out map is displayed for discernment / 
judgment result which will shift to step S31 and will be obtained by step S30 if discernment / judgment 
processing based on a marker position and the 2nd score is completed — a window is opened and 
displayed on a field. When the display of discernment / judgment result was completed, and it shifts to step 
S32, it is judged whether the point which can be set up, or the point which can deregulate migration of a 
marker exists based on discernment / judgment result and it is judged with the point existing, it shifts to 
step S33. In addition, in step S32, when judged yyith the point which can be set up and which can 
deregulate migration of a marker not existing, a series of capacity setting-out processings are completed 
as it is. 

[0080] If it shifts to step S33, when it is judged whether definite actuation of setting out was completed 
and it is judged with definite actuation having been completed, it will shift to step S34. In addition, this 
definite actuation will shift to step S34 as what definite actuation completed, if O carbon button 52a is 
pushed where it moved cursor within the viewing window of discernment / judgment result by the cross- 
joint key 51 and one of desired discernment / judgment results is chosen. In addition, in this condition, 
while the comment which notifies the item in which that selected setting out is possible is displayed on the 
field 401 by the side of the upper bed of the display screen, a burning indication of that object point is 
given. 

[0081] And if it shifts to step S34. capacity setting out according to the selected object point will be 
carried out. When it is the point for the object point to give common capacity to a character, reading 
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appearance of the parameter which specifies the capacity of a character is carried out from the 
predetermined field of RAM 14, a predetermined numeric value is added to this parameter, and, specifically, 
it is again stored in the predetermined data area of RAMI 4. With it, reading appearance of the 2nd score a 
is carried out from the predetermined data area of RAM 14, it subtracts by the predetermined numeric 
value, and this subtraction result is again stored in the predetermined data area of RAM 14. 
[0082] Moreover, when it is the point for the selected object point to give special capacity to a character, 

. while the flag which confirms special capacity is set to 1 and stored in the predetermined data area of 
RAM14, reading appearance of the 2nd score b is carried out from the predetermined data area of RAM14, 
it subtracts by the predetermined numeric value, and this subtraction result is again stored in the 

^ predetermined data area of RAMI 4. In addition, while being processed so that regulation of migration of a 
marker may be canceled when the selected object point is the point which regulates migration of a marker, 
reading appearance of the 2nd score c is carried out from the predetermined data area of RAMI 4, it 
subtracts by the predetermined numeric value, and this subtraction result is again stored in the 
predetermined data area of RAM 14. 

[0083] For example, supposing the 2nd score to the class of each point with which the point shown by 523 
in drawing^ is a marker's migration place, and is made into a processing object has satisfied conditions 
above a predetermined value and the point 525 is chosen as the capacity setting^out point, the flag carried 
out in the special capacity "PUROTESU" according to the point 525 as it is effective is set and 
subtraction processing will be made to the 2nd score b. This special capacity functions for the first time, 
when predetermined actuation is made in a battle scene, and what reduces the battle capacity of an enemy 
character as special capacity, the thing which heightens the battle capacity of the character of an ally, the 
thing which makes the numeric value of two or more parameters change simultaneously, and two or more 
sorts of things, such as a thing which makes the numeric value of the parameter of two or more characters 
change simultaneously, are prepared. In addition, the name is conferred to each special capacity and 
"PUROTESU" is one of them. 

[0084] Moreover, the point shown by 523 in drawing 5 is a marker s migration place. Supposing the 2nd 
score to the class of each point made into a processing object has satisfied conditions above a 
predetermined value and the point 524 is chosen as the capacity setting-out point A predetermined 
numeric value "20" is added to the parameter of MP (: Magic point) according to the point 524, battle 
capacity is heightened, and subtraction processing is made to the 2nd score a. Moreover, supposing the 
point 523 is chosen as the capacity setting-out point, a predetermined numeric value "4" will be added to 
the parameter of the magic according to the point 523, battle capacity will be heightened, and subtraction 
processing will be made to the 2nd score a. In addition, the numeric value given to each point shown by 
501-510 in drawing_5 (they are HP:hit point. MPrMagic point, nimbleness. fate, magic, the magic defense 
force, aggressivity, the physical defense force, hit probability, and a rate of evasion to the order from an 
upper case) shows the numeric value added to a parameter, when chosen as the capacity setting-out 
point. 

[0085] Furthermore, supposing the 2nd score to the class of each point with which the point shown by 521 
in drawing 5 is a marker s migration place, and is made into a processing object has satisfied conditions 
above a predetermined value and the point 521 is chosen as the capacity setting-out point, the flag carried 
out in the special capacity "KEARURA" according to the point 521 as it is effective is set and subtraction 
processing will be made to the 2nd score b. In addition, supposing the point 522 is chosen as the setting- 
out point while regulation of migration of the marker according to the point 522 will be canceled and 
migration of the marker to the point will be attained from the point 522, subtraction processing is made to 
the 2nd score c. 

[0086] Thus, it is the foreground color in which the point made into the processing object differs from 
implementation of setting out of capacity, or discharge of a marker s movement restriction for every player 
character although omitted in drawing 3 when subtraction processing of the 2nd score is made with the 
processing, and is other displays and a different display gestalt with it is indicated by burning and a series 
of capacity setting-out processings end. 

[0087] In addition, in drawin g 3 , if ** carbon button 52c is pushed while shifting to capacity setting-out 
processing, although omitted, the numeric value of each parameter of HP.hH: point MPiMagic point 
nimbleness. fate, magic, the magic defense force, aggressivity, the physical defense force, hit probability, 
and the rate of evasion will be displayed. Furthermore, a push on ** carbon button 52c displays the 
established state of special capacity for every name. And these displays are eliminated by pushing x carbon 
button 52b. For this reason, a player can check the established state of the capacity of a predetermined 
character at any time. 

[0088] Moreover, in drawing 3 , if LI carbon button 53 or R1 carbon button 56 is pushed while shifting to 
capacity setting-out processing, although omitted, the character chosen as an object for setting out will be 
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replaced. That is, whenever LI carbon button 53 or R1 carbon button 56 is pushed once, a character is 
replaced in predetermined sequence and the character as an object for setting out goes round. For this 
reason, a player can set up capacity of a desired character at any time. Furthermore, in drawing 3 , if a 
select button 55 is pushed while shifting to capacity setting-out processing, although omitted, the dilation 
ratio of the display area on the setting-out map centering on a marker position is changed, it will be a 
dilation ratio as occasion demands, with a setting-out map will be displayed. For this reason, a player can 
check arrangement of each point, and the relation of a path at any time. 

E0089] Drawing 7 is the explanatory view showing typically an example of the whole configuration of the 
setting-out map used for setting out of the capacity of a character, and this dr awing 7 is used for it and it 
explains the start location of each field of a setting-out map, and the marker used for the capacity setting- 
out processing which each character was [ processing ] related and mentioned above. In addition, six 
bodies (A, B. C, D, E, F) shall be prepared as a player character which can participate in a battle. 
[0090] As shown in drawing 7 , the setting-out map is divided into seven fields, and two kinds of points 
which participate in setting out of the capacity of a character according to the capacity difference in early 
stages of each character assumed are arranged on division fields [ other than a central division field / 
701a, 701b 701c, 701 d, 701 e, and 701f ] each. Moreover, it connects with other one point in the 
predetermined path at least, and each point is similarly connected in the predetermined path between the 
points of an adjoining division field. And the start location of the marker corresponding to each character is 
set as Points [ 702a, 702b, 702c, 702d, 702e, and 702f ] each which is automatically located in the each 
division fields [ 701a. 701b, 701c, 701d, 701e, and 701f ] center of **** at the time of the game first time. 
[0091] Point 702a is specifically made into a markers start location used for setting out of the capacity of 
a character A. Point 702b is made into a marker s start location used for setting out of the capacity of a 
character B. Point 702c is made into the start location of the marker of a character C, and point 702d is 
made into a markers start location used for setting out of the capacity of a character D. Point 702e is 
made into a marker s start location used for setting out of the capacity of a character E, and let point 702f 
be a marker s start location used for setting out of the capacity of a character F. 

[0092] That is, at the time of the first time of a game, since the location where the predetermined point 
was automatically arranged on the outskirts is made into a start location, let capacity which a character is 
given be the characteristic thing assumed to some extent in the beginning of a game. Moreover, since a 
game advances and the 1st and 2nd scores are gained on and after the middle stage of a game, it is also 
possible to be also able to move a marker to the division field which adjoins from the division field where a 
start location is included, and to set the capacity of a character as the thing suitable for the taste of a 
player. 

[0093] Therefore, 1 operation gestalt mentioned above does the following effectiveness so. The point which 
gives the basic capacity of a character, and the point which gives the special capacity of a character are 
arranged on a setting-out map, and the 1st effectiveness can set up the capacity of a character intricately 
more, and is in the point of becoming possible to raise interest nature. 

[0094] Next, since the point which does not participate in setting out of the capacity of a character is also 
arranged on the predetermined path of a setting-out map, setting out of the capacity of a character is 
seasoned with game nature, and the 2nd effectiveness is in the point of becoming possible to raise interest 
nature more. 

[0095] Furthermore, since the point which restricts migration of a marker is included in the point which 
does not participate in setting out of the capacity of a character, setting out of the capacity of a character 
is further seasoned with game nature, and the 3rd effectiveness is in the point of becoming possible to 
raise interest nature more. 

[0096] Moreover, while the 4th effectiveness is divided according to the number of the characters which 
can set up a setting-out map and the predetermined point is arranged in the divided predetermined field 
Since the marker of the character which differ one piece at a time, respectively is allotted automatically 
and made into a start location at the time of the game first time. It is in the point of becoming possible to 
be able to set up intentionally the capacity difference between two or more characters using the same 
setting-out map, and to set up the capacity of a character flexibly by selection of a player. 
[0097] Moreover, since discernment / judgment result of the movable range of a marker or the capacity 
which can be set up is displayed, it comes to cut the 5th effectiveness that a player checks easily the 
movable range of a marker and the capacity which can be set up, and it is in the point of becoming possible 
to make setting out of the capacity of a character simply and easy. 

[0098] Moreover, while the 6th effectiveness is based on a marker position and the 2nd score, identifying 
and judging the capacity which can be set up to a character and setting up the capacity of a character 
according to this discernment / judgment result and actuation of a player When the capacity of a character 
is set up. in order to consume the 2nd score, setting out of the capacity of a character is further seasoned 
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with game nature, and it is in the point of becoming possible to raise interest nature more. 
[0099] Next, other operation gestalten are explained. Two kinds of points which divide roughly into a 
setting-out map and participate in setting out of the capacity of a character in 1 operation gestalt 
mentioned above, Two kinds of points which the point which regulates migration of a marker position, and 
the point which does not participate in setting out of the capacity of a character are arranged, and 
participate in setting out of the capacity of a character, although the case where discernment / judgment 
processing was carried out using the 2nd score (a, b, c) to the point which regulates migration of a marker 
position was explained, while subdividing the class of each point further — it — responding — the increase 
of the class of 2nd score — it carries out and may be made to carry out discernment / judgment 
processing. Supposing it divides into three groups what was packing into one the point which sets up each 
parameter of the Magic point, nimbleness, fate, magic, the magic defense force, aggressivity, the physical 
defense force, hit probability, and the rate of evasion, For example, HP:hit point, MP : in this case It is 
made to carry out discernment / judgment processing using the 2nd score (a, b, c, d, f) according to the 
number of the classes of these points. 

[0100] In 1 operation gestalt mentioned above, a markers migration place is received within movable limits 
which responded to the 1st score. Moreover, the point of the migration place. While identifying the class of 
each point which considers the point and the adjoining point as the point of a processing object, and is 
made into a processing object Although it judged whether the 2nd score to that class was beyond a 
predetermined value and this judgment result and the case where capacity setting out of a character was 
carried out by definite actuation of a player were explained It is good only also considering a marker s 
migration place as a processing object, and when a marker s migration place is received, it may be made to 
carry out capacity setting out according to the point. 

[0101] furthermore, in 1 operation gestalt mentioned above, although the case where the player character 
which can participate in the battle by two or more player characters and its battle is alike, respectively, it 
received, setting out of capacity was constituted possible, and it was was explained If this invention can be 
easily applied also to an independent character and it enables it to choose the start location on a setting- 
out map according to actuation of a player to the character of one body various kinds — it becomes 
possible to set up a character with characteristic capacity simply and easily. 

[0102] In addition, it is clear that this invention is not limited to each above-mentioned operation gestalt, 
but each operation gestalt may be suitably changed within the limits of the technical thought of this 
invention. Moreover, the same reference mark is given to the same component in each drawing. 
[0103] 

[Effect of the Invention] According to this invention, as explained above, setting out and a check of the 
capacity of a character are easy and easy, the degree of freedom of ** of selection of the content of 
setting out is high, and it can raise interest nature more. 
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DESCRIPTION OF DRAWINGS 



[Brief Description of the Drawings] 

[Drawing 1] It is the block diagram showing the whole 1 operation gestalt configuration of this invention. 
[Drawing 2] It is the flow chart used for explanation of overall actuation of 1 operation gestalt of this 
invention. 

[Drawing 3] It is the flow chart used for explanation of the capacity setting-out processing in 1 operation 
gestalt of this invention. 

[Drawing 4] It is the explanatory view showing an example of the display screen in 1 operation gestalt of 
this invention. 

[Drawing 5] It is the explanatory view to which the part used for explanation of the setting-out map in 1 
operation gestalt of this invention was expanded. 

[Drawin g 6] It is the flow chart used for explanation of discernment / judgment processing in 1 operation 
gestalt of this invention. 

[Drawing 7] It is the explanatory view used for explanation of the whole configuration of the setting-out 
map in 1 operation gestalt of this invention. 
[Description of Notations] 

10 Game Machine 

1 1 Body of Game Machine 

12 CPU 

13 ROM 

14 RAM 

15 Hard Disk Drive 

16 Graphic Operation Section 

17 Sound Processing Section 

18 Disk Drive 

21 Input Interface Section 
30 Disk 

50 Keypad 

51 Cross- Joint Key 

52 Carbon Button Group 
52a O carbon button 
52b x carbon button 
52c ** carbon button 
52d ** carbon button 

53 LI Carbon Button 

55 Select Button 

56 R1 Carbon Button 

100 Television Set 

101 Screen-Display Section 

401 402,404.406,407 Field of the display screen 
403a, 403b, 403c Cursor 

501-514 520-525 The point on a setting-out map 
701 Setting-Out Map 

701a. 701b, 701c. 701d, 701e. 701f Division field 
702a, 702b. 702c, 702d. 702e, 702f Start location 
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[Translation done.] 
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